WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR 
NINTENDO® HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT SAFETY INFORMATION. 


EVERYONE 


This product has been rated by the 
Entertainment Software Rating Board. 
For information about the ESRB rating, 
or to comment about the 
appropriateness of the rating, please 
contact the ESRB at 1-800-771-3772. 


( Gintendo) 


\. Seal of Quality 4 


THIS OFFICIAL SEAL IS YOUR 
EN ERYONE: ASSURANCE THAT NINTENDO 

HAS APPROVED THE QUALITY 
(EDUTAINMENT OF THIS PRODUCT. ALWAYS 


LOOK FOR THIS SEAL WHEN 
BUYING GAMES AND 
ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY. 
LICENSED BY SALE FOR USE 
ONLY WITH OTHER 
AUTHORIZED PRODUCTS 
BEARING THE OFFICIAL 
NINTENDO SEAL OF QUALITY. 


LICENSED BY 


NINTENDO, GAME BOY, GAME BOY COLOR THIS GAME PAK WILL WORK ONLY WITH THE 
OF NINTENDO OF AMEMICRING Sans GAME BOY® COLOR VIDEO GAME SYSTEM. 
© 1989, 1998 NINTENDO OF AMERICA INC. 
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Story 

Arthur really wants to go to 
WonderWorld Amusement Park. His 
teacher, Mr. Ratburn, gives him a 
pass. If Arthur earns 16 stars to 
place on the card, he will receive a 
free ticket to WonderWorld. Help 
Arthur master a number of fun 
activities and earn enough stars for 
his ticket. 


You can choose activities in any 
order. You can play an activity until 
you succeed, or you can try a 
different activity instead. You can 


repeat your favorite activities as 
many times as you wish, but the 
activities get more challenging each 
time you play. When you have helped 
Arthur earn enough stars for his 
free ticket, you can go to 
WonderWorld where there are 
additional activities to play. 
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Game Controls 


+ Control Pad 
A Button 


B Butto 
SELECT : 


START 
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How fo Start 


E 


Make sure that the power is OFF. Never insert the Game Pak when the 
power is ON. 


Insert the Game Pak into the Game Boy® Color system. 
Turn the power ON. 


At the title screen, press START. Press any 
button to go to the Start Menu. 


Press the A Button to start a new game, or 
press the B Button to continue a game you 
started before. 


Once you've selected a new or saved game, use 
the + Control Pad to move Arthur around Elwood City. When Arthur’s 
eyes light up and a thought bubble appears, you have reached a fun 
activity to play. Press the A Button to play that activity. 
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Password Screen 
The password system in Arthur's Absolutely Fun 
Day! has been designed specifically to help children 
remember passwords by using visual clues. By 
entering the right password, children can continue 
a game with the same number of stars as when 
they had last played. To view the password at any 4 
point, press SELECT from the Main Map of Elwood [a 
City. Then press the B Button to view the Password Screen. A password is 
determined by the characters and the order that they are sitting on the 
school bus. 


To continue a previous game, enter your password at the Password Screen. 
Just arrange the characters on the bus in the correct order, and then press 
START. When you have entered the password correctly, you will continue 


your game where you lef¢ off. 
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Basketball Free Throw 

Help Arthur make 10 baskets. You can control the 
power of the shot and how high and far the ball 
travels by how long you hold down the A Button. 
If your shooting style is too strong or weak, move } 
Arthur further from or closer to the hoop. You 
can also have Arthur crouch down or bounce the 
ball before he shoots. (Bouncing doesn’t affect the 
shot.) Note: There is more than one correct place to make a basket. 


PTT 


Controls: 
LEFT or RIGHT Move Arthur closer to or further from the basket. 
DOWN Crouch Arthur down. 

A Button Retract Arthur's arms, Release the button to shoot. 
B Button Bounce the ball. 

START Go to the Status Screen. 

6 | SELECT Go to the Exit Option Screen. 
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Making Pancakes 
Help Grandma Thora make 10 good pancakes (ones — 
that are neither too light nor too dark). She starts 
by spooning batter onto the griddle. When you see 
small bubbles, flip the pancake with the spatula by 
pressing the A Button. When the pancake is done, 
take it off the griddle by pressing A again. Good 
pancakes are stacked on the serving plate, and 
Grandma Thora puts the burnt or undercooked pancakes in the trash. 


Controls: 
+ Control Pad Move the spatula left, right, up, or down. 
A Button Flip the pancake when the 18% side is done. 
Remove the pancake when the 2" side is done. 


B Button Look under the pancake when the and side is cooking. 
START Go to the Status Screen. 
SELECT Go to the Exit Option Screen. 7 
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Newspaper Route 

Help Arthur correctly deliver newspapers to 10 
houses. Press the A Button to throw a newspaper. 
Make sure the newspaper lands on the doormat, or 
else 6 won't be counted as a correct delivery. 
Move left to pedal faster, or move right to slow 
down. Move up to get closer to a house, or down 
to move further away. You can also press the 

B Button to ring Arthur's bike’s bell. 


Have Arthur pedal faster or slower. 
Have Arthur move closer to or farther from a house. 
Throw a newspaper. 


Ring the bike’s bell. 
Go to the Status Screen. 
Go to the Exit Option Screen. 
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Library Helper 
Help Arthur and his friend Brain shelve books 
according to their color. Press the A Button to 
take a book. Next move Arthur to the shelf with 
books that look just like the one he’s holding. Then 
press A again to place the book there. Help Arthur 
shelve 10 books correctly before the timer at the 
top of the screen runs out. 


CRS i 
wall OM comm 


Controls: 
Move Arthur to the left or right. 
Have Arthur reach for the top shelf. 
Have Arthur bend to reach the bottom shelf. 
Take a book from The Brain; place the book on a shelf. 


Look at a book’s cover. 
Go to the Status Screen. 
Go to the Exit Option Screen. 9 
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Jelly Bean Sort 

Correctly sort 10 jelly beans in a row into 
containers. Move the containers at the bottom of 
the screen left or right so that the correct 
container (the one that is the same color as the 
jelly bean) catches each jelly bean as it comes out 
of the machine. You can move the containers left 
or right using the + Control Pad. Or, you can press 
the A Button to move the containers right one space or the B Button to 
move them left one space. 


Controls: 
Move the containers continuously left or right. 
Move the containers right one space. 


Move the containers left one space. 
Go to the Status Screen. 
Go to the Exit Option Screen. 
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Air Hockey 
Arthur is playing air hockey with his friend 
Buster. Help Arthur win by scoring seven goals 
before Buster. Use the + Control Pad to move 
Arthur's arm and paddle left, right, up, or down. 
Press the A Button to hit the disk, or press the 
B Button to block a shot. When one player scores, 
the other gets to start the next point. 


Controls. 
+ Control Pad Move Arthur's paddle left, right, up, or down; 
control the direction of a shot while A is pressed. 
A Button Hit the disk. 


B Button Block the disk. 
START Go to the Status Screen. 
SELECT Go to the Exit Option Screen. 


ll 
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Soap Box Derby 

Arthur is racing in a soap box derby that twists 
and turns around a power plant. Help Arthur win 
the race (and earn a star!) by steering his car 
around different obstacles in his path. Avoid 
hitting or driving through these obstacles because 
each one will slow Arthur down. The race is over 
when Arthur crosses the finish line. 


Move the car to the left or right. 
Start the car. 
Slow down. 


Honk the horn. 
Go to the Status Screen. 
Go to the Exit Option Screen. 
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Picking Berries 
Help Arthur fill his basket with 10 berries. Use the [em 
+ Control Pad to move Arthur around. Press the 
A Button to have Arthur pick a berry. (Make sure 
that Arthur is facing the berry to pick tt.) Watch 
out-a rabbit will try to eat the berries in the 
basket if Arthur puts it down. (Each time the 
rabbit eats a berry from Arthur’s basket, the 
onscreen berry counter goes down.) 


Controls: 
Move Arthur left, right, up, or down. 
Have Arthur pick a berry when facing a bush. 
Have Arthur put down or pick up the basket. 


Go to the Status Screen. 
Go to the Exit Option Screen. 
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Diving for Treasure 

Help Arthur find 10 underwater treasures as he 
swims. Use the + Control Pad to move Arthur left, 
right, up, or down. When he moves above something 
shiny, press the A Button to pick it up. Keep an 
eye out for different treasures-—such as crystal, a 
golden plate, a silver vase, a genie bottle, coins, a 
watch, a bracelet, a ring, a wallet, and a Game 
Boy®-that are camouflaged in the scenery. 


Controls: 
+ Control Pad Move Arthur left, right, up, or down. 
Have Arthur pick up a treasure. 
Have Arthur blow bubbles. 


Go to the Status Screen. 
Go to the Exit Option Screen. 
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Skateboard Recycling 
Help Arthur collect 10 randomly placed aluminum 
cans while riding his skateboard through an alley. 
Arthur must skate close enough to a can so that 
he can pick it up on his right as he goes by. Arthur 
can skate to the left or right, and he can speed up 
or slow down. If he hits one of the obstacles in the 
alley, he will momentarily lose his balance. 


Move Arthur to the left or right. 
Tuck Arthur down to increase his speed. 
Slow Arthur down. 


Bend Arthur down to pick up the can. 

Have Arthur use his foot to go faster. 

Go to the Status Screen. 

Go to the Exit Option Screen. 15 
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Bonus Level 
Once you have helped Arthur earn 16 gold stars, you 


can vistt WonderWorld Amusement Park 
to play five exciting bonus activities! 


16 
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Bumper Cars 
Help Arthur drive around in a Bumper Car ride. 
The bumper cars are all headed clockwise around 
the center divider. Steer Arthur's car so that he 
bumps into other cars, or steer freely around the 
ride. But watch out-don’t let those cars bump 
into Arthur! 


Controls: 
Steer Arthur's car to the left or right. 
Move forward when the car is facing up. 
Move forward when the car is facing down. 
Increase speed; push harder to get out of jams. 


Honk the horn. 
Go to the Status Screen. 
Go to the Exit Option Screen. 
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Water Balloon Race 

Make Arthur's balloon rise by hitting the center 
of the target (see the upper-right corner of the 
screen). Use the + Control Pad to aim the water 
pistol left, right, up, or down. Then press the 

A Button to shoot water at the target. The player 
whose balloon reaches the top first is the winner! 


Aim left, right, up, or down. 
Fire the water pistol with each press; hold down to 


shoot continuously. 
Go to the Status Screen. 
Go to the Exit Option Screen. 
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Sink the Clown 
Help Arthur dunk a clown into a tank of water. 
Use the + Control Pad to aim your throw. Next 
press the A Button to move Arthur’s arm back. 
Then release A to throw the baseball at the target. 
(You can control the power of the throw by how 
long you hold down the A Button.) If you hit the 
target squarely, the bench drops down, and the 
clown gets wet. 


Move Arthur to pick up balls; 
aim his throw left, right, up, or down. 
Move Arthur's arm back. Release the button to throw. 


Same as A. 
Go to the Status Screen. 
Go to the Exit Option Screen. 19 
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Sledgehammer Hit 

Ring the bell to win a prize! Swing the \. 
sledgehammer back over Arthur’s shoulder, and hit (U 
the lever to try to ring the bell. Press and hold 
down the A Button to move the sledgehammer 
back. Then release A to hit the lever. You can 
control how hard Arthur hits by how long you 
hold down the A Button. 


Controls: 


Move the sledgehammer back over Arthur's shoulder. 
Release the button to hit the lever. 

B Button Same as A. 

START Go to the Status Screen. 

Go to the Exit Option Screen. 
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Skee Ball 
Arthur is playing skee ball. Can you help him roll 
the ball towards the targets to get a high score? 
First use the + Control Pad to aim the ball. Next 
press and hold down the A Button to swing the 
ball back. Then release A to toss the ball down the 
lane. As the ball goes up the ramp, it will go into 
one of the targets and Arthur will win the points 
shown on that target! Arthur has nine rolls in all. 


Move Arthur to the left or right. 
Move Arthur’s arm back. Release the button to toss. 


Same as A. 
Go to the Status Screen. 
Go to the Exit Option Screen. 
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Look for these great Arthur CD-ROM software 
titles in stores now! 


Arthur's Preschool - Arthur's Kindergarten + Arthur's lst Grade - Arthur's 2nd Grade 
The Arthur Learning Series is specially designed to develop early elementary 
skills using the latest technology. Each product is a perfect combination of 
complete learning and delightful fun with Arthur! 
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MATTEL LICENSE AGREEMENT(Game Pak for Nintendo® Game Boy® Color System) 


SINGLE-USER PRODUCTS 

THIS IS ALEGAL AGREEMENT BETWEEN YOU (EITHER AN INDIVIDUAL OR AN ENTITY) AND MATTEL, INC., AND ITS SUBSIDIARIES AND AFFILIATES ("MATTEL"). 
THIS AGREEMENT IS GOVERNED BY THE INTERNAL SUBSTANTIVE LAWS OF THE STATE OF CALIFORNIA (AND NOT BY THE 1980 UNITED NATIONS CONVENTION ON 
CONTRACTS FOR THE INTERNATIONAL SALE OF GOODS, AS AMENDED). BY USING THE GAME PAK, YOU AGREE TO BE BOUND BY THE TERMS OF THIS AGREEMENT. 
IF YOU DO NOT AGREE TO THE TERMS OF THIS AGREEMENT, YOU MAY PROMPTLY RETURN THE GAME PAK (INCLUDING PRINTED MATERIALS) WITH PROOF OF 
PURCHASE TO THE PLACE WHERE IT WAS PURCHASED FOR A FULL REFUND OF THE AMOUNT PAID. 


MATTEL SOFTWARE LICENSE 

GRANT OF LICENSE. This License Agreement permits you to use one copy of the Mattel Game Pak (the "Game Pak") on a single Nintendo® Game Boy® Color System ("System"). The 
Game Pak is "in use" on a System when it is loaded into the temporary memory (i.¢., RAM or Cache) of that System. This License does not constitute a sale and does not authorize a sale of the 
Game Pak or anything created thereby. All intellectual property (including copyright, trademark and patent) in the Game Pak, including all animations, audio, images, maps, music, 
photographs, video, and text incorporated into the Game Pak, are owned by Mattel and its suppliers and licensors, and are protected by United States laws and international treaty provisions. 
Mattel and its suppliers and licensors retain all rights not expressly granted. You must treat the Game Pak like any other copyrighted material. You may transfer your rights under this Agreement 
on a permanent basis provided you transfer the license granted by this Agreement, and the Game Pak and all associated printed materials, and you retain no copies, and the recipient agrees to all 
of the terms of this Agreement. 

* You may not rent or lease the Game Pak. 

* You may not modify, translate, reverse engineer, decompile, or disassemble the Game Pak, except to the extent that this restriction is expressly prohibited by applicable law. 

+ You may not remove any proprietary notices or labels in or on the Game Pak. 

+ You may not copy the printed materials accompanying the Game Pak or distribute printed copies of any user documentation. 

+ You may not publicly perform or publicly display the Game Pak. 

In the event you fail to comply with any of the terms or conditions of this license, your rights to use the Game Pak will end, you shall stop using the Game Pak. You may not export or reexport 
the Game Pak or any underlying information or technology except in full compliance with all United States and other applicable laws and regulations. 


LIMITED WARRANTY 

LIMITED WARRANTY. Mattel and its suppliers and licensors warrant to the original installer of the Game Pak, for a period of ninety (90) days from the date of purchase, that the media on 
which the Game Pak is distributed is substantially free from defects in materials and workmanship. ANY AND ALL OTHER IMPLIED WARRANTIES WITH RESPECT TO THE GAME 
PAK AND THE ACCOMPANYING WRITTEN MATERIALS, INCLUDING BUT NOT LIMITED TO IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE EXPRESSLY DISCLAIMED. 


REMEDIES. Your exclusive remedy shall be, at Mattel’s sole option, (a) the refund of the amount you paid for the Game Pak or (b) repair or replacement of the Game Pak, provided that the 
defective Game Pak is returned to Mattel (at Mattel, Inc., 190 Parkway West, Duncan, SC 29334. Telephone: (617) 761-3000)) along with proof of the date of purchase within ninety (90) days 
from the date of purchase. This Limited Warranty is void if failure of the Game Pak has resulted from accident, abuse, neglect or misapplication. Any replacement Game Pak will be warranted 
for the remainder of the original warranty period or thirty (30) days, whichever is longer. Except as set forth above, the Game Pak is sold "as-is", without any express or implied warranties of 
any kind. 


LIMITATION OF LIABILITIES. IN NO EVENT WILL MATTEL OR ITS SUPPLIERS AND LICENSORS BE LIABLE FOR ANY INDIRECT, SPECIAL, INCIDENTAL, ECONOMIC, 
COVER, CONSEQUENTIAL, EXEMPLARY OR PUNITIVE DAMAGES ARISING OUT OF THE USE OF OR INABILITY TO USE THE GAME PAK, USER DOCUMENTATION, OR 
RELATED TECHNICAL SUPPORT, INCLUDING, WITHOUT LIMITATION, DAMAGES OR COSTS RELATING TO THE LOSS OF PROFITS, BUSINESS, GOODWILL, DATA, TIME 
OR COMPUTER PROGRAMS, EVEN IF ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. IN NO EVENT WILL MATTEL’S AND ITS SUPPLIERS’ AND LICENSORS’ 
LIABILITY EXCEED THE AMOUNT PAID BY YOU FOR THE GAME PAK REGARDLESS OF THE FORM OF THE CLAIM (INCLUDING, WITHOUT LIMITATION, ANY 
CONTRACT, PRODUCT LIABILITY, OR TORT CLAIM). BECAUSE SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OR LIMITATION OF LIABILITY FOR 
CONSEQUENTIAL OR INCIDENTAL DAMAGES, THE ABOVE LIMITATION MAY NOT APPLY TO YOU. 


MISCELLANEOUS 
No change or modification of the License will be valid unless it is in writing and is signed by Mattel. The provisions of this Agreement are severable; if any provision is held to be invalid or 
unenforceable, it shall not affect the validity or enforceability of any other provision. If the Game Pak was acquired outside the United States, then local law may apply. 


U.S. GOVERNMENT RESTRICTED RIGHTS. The Game Pak and user documentation is provided with RESTRICTED RIGHTS AND LIMITED RIGHTS. Use, duplication, or disclosure by 
the Government is subject to restrictions as set forth in subparagraph (c)(1 (ii) of the Rights in Technical Data and Computer Software clause at DFARS 252.227-7013 or subparagraphs (c)(1) 
and (2) of the Commercial Computer Software--Restricted Rights at 48 CFR 52.227-19, as applicable. Mattel, Inc., 333 Continental Boulevard, El Segundo, CA, U.S.A. 90245 

000712 


Mattel Interactive 
PO Box 100 CS 
One Martha's Way 
Hiawatha, IA 52233-0100 


Customer Service: (319) 378-7319 
Email: customerserv @ Mattelinteractive.com PRINTED IN JAPAN 


© 2000 Mattel, Inc., and its licensors, and © 2000 Marc Brown. All rights reserved. The Learning Company is a registered trademark and 
Absolutely Fun Day! is a trademark of Mattel, Inc. The names and characters Arthur, D.W., Buster, Muffy, Mr. Ratburn, Pal and Prunella 
are trademarks of Marc Brown. All other trademarks are the property of their respective owners. 


